WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER 
ENTERTAINMENT SYSTEM. 

Avery small percentage of individuals may experience epileptic seizures 
when exposed to certain light patterns or flashing lights. Exposure to certain 
patterns or backgrounds on a television screen or while playing video 
games, including games played on the PlayStation 2 console, may induce 
an epileptic seizure in these individuals. Certain conditions may induce 
previously undetected epileptic symptoms even in persons who have no 
history of prior seizures or epilepsy. If you, or anyone in your family, has an 
epileptic condition, consult your physician prior to playing. If you experience 
any of the following symptoms while playing a video game — dizziness, 
altered vision, eye or muscle twitches, loss of awareness, disorientation, 
any involuntary movement, or convulsions — IMMEDIATELY discontinue use 
and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PlayStation 2 console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD 
type. Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherals not authorized by Sony Computer 
Entertainment America may damage your console and/or invalidate your 
warranty. Only official or licensed peripherals should be used in the 
controller ports or memory card slots. 


HANDLING YOUR PLAYSTATION 2 FORMAT DISC: 

e This disc is intended for use only with PlayStation 2 consoles 

with the NTSC U/C designation. 

Do not bend it, crush it or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or other source of heat. 
Be sure to take an occasional rest break during extended play. 

Keep this compact disc clean. Always hold the disc by the edges and 
keep it in its protective case when not in use. Clean the disc with a lint- 
free, soft, dry cloth, wiping in straight lines from center to outer edge. 
Never use solvents or abrasive cleaners. 
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GETTING STARTED 


RESET button 


MEMORY CARD slot 2 
MEMORY CARD slot 1 See ea tray 
————— rs — ——— rr 


SSS (OPEN) button 
} ae 


USB connector 


sor ihn ol 
$400 i.LINK connector 1] 
controller port 1 ——_ 
controller port 2 _ 


Set up your PlayStation®2 computer entertainment system 
according to the instructions in its Instruction Manual. Make 
sure the MAIN POWER switch (located on the back of the 
console) is turned on. Press the RESET button. When the power 
indicator lights up, press the open button and the disc tray will 
open. Place the Digital Hitz Factory disc on the disc tray with 
the label side facing up. Press the open button again and the 
disc tray will close. Attach game controllers and other 
peripherals, as appropriate. Follow on-screen instructions and 
refer to this manual for information on using the software. 


STARTING UP 


DUALSHOCK®2 ANALOG CONTROLLER CONFIGURATIONS 


R2 button 
R1 button 


L2 button 
L1 button 


directional 
buttons 


A button 
© button 
X_ button 
C1) button 


left analog stick 

(L3 button when pushed down) 
SELECT button 
ANALOG mode button 
START button 
right analog stick 
(R3 button when pushed down) 


Introduction: 


Welcome to the official jump off! This is how it’s going down Funk Flex style! 
Prepare to immerse yourself in a virtual studio environment, where you 
can create your own hitz! Others have tried, but none come close to 
matching the power of the Digital Hitz Factory found only on your PS2. 
Be clear! You heard it right here first! 


GAME CONTROLS: 
Default Music Controller: 


Left finalog Stick/Directional buttons — unassigned 
Right Analog Stick — Pointer/Select 
€ button- Edit 

® button-Delete 

© button-Unmapped 

® button-Unmapped 
button-unmapped 

ies button -unmapped 

button -unmapped 

button- unmapped 

START button — Play 

SELECT button — Select Area 


MUSIC MIXER CONTROLLER 


Left Analog Stick - unmapped 

Right Analog Stick — navigate 
Directional button up — increase/adjust 
Directional button down — decrease/ adjust 
& button — press down for volume 

@® button — Hold for Chorus 

© button —Hold for Filter 

® button — Exit back to main menu 
button — mute 

button — mute 

button — mute 

fea button — mute 

START button — unmapped 

SELECT button — select/change loop 


MAIN MENU: 


You can rotate the menu by using the up and down directional buttons on 
your controller. You can select from six modes, press the € button to 
confirm your selection. The modes are the following: 


MUSIC CREATION: 


This is where the magic begins! You can create, load, and then edit existing 
songs you’ve fashioned together! The interactive interface allows for easy 
control and maneuverability within the creation environment. Compose 
your song by selecting from a wide variety of Music Styles, Loops, Snares 
and Drumbeats, as well as Bass, Vocal, and Melody riffs of you’re choosing. 
Unleash your creative potential, the possibilities are endless! 


There’s even a quick tutorial at the end of the manual as well as on the 
game to get you up and running fast. 


MAIN MENU: 


MUSIC MIXER: 

In the Music Mixer you can be your own Mix Master! Select a song and 
bring in loops on the fly! Arrange your loops to your liking, drop beats and 
hook up the crowd control. 


MUSIC CREDITS: 
Check out the inventive minds that put Digital Hitz Factory on the shelves! 


MUSIC STACK: 
The music Stack is where you can listen to your completed songs or songs 
built into the CD in jukebox. You can also view your own videos. 


MUSIC SETUP: 

Customization at its very finest is available to you. You can manipulate a 
host of in game options, which include Sound, Video, Interface, grid and 
Storage space, which you can alter to your choosing. fs an added feature, 
you even have the ability to change the skin/texture of your Generator 
Interface! 


MUSIC LESSON: 

Let the lessons begin. Here is where you are able to learn the intricacies of 
the Hitz factory interface. From the basics to the most complex of topics 
this comprehensive tool will provide you with the knowledge you will need 
to wield the Digital Hitz Factories full potential. * 


*Complete the Lesson tutorials in order to get a comfortable feel for 
Digital Hitz Factory’s functionality. 


MUSIC SETUP OPTIONS 


SOUND OPTIONS: Here you can adjust master volume control FX volume, 
Time Signature, Metronome, as well as the Riff editor. 


VIDEO OPTIONS: Toggle various video Mode and Editor Functionalities 
on/off. 


STORAGE SPACE OPTIONS: Here you can view the storage space values 
for Digital Hitz Factory. 


INTERFACE OPTIONS: Here you can adjust your screen position, the 
ergonomics of your Track and Riff editors, as well as adjust pointer speed. 


CONTROLLER OPTIONS: From here you can adjust the controls to fit 
your preference. 


SKIN SELECTION OPTION: You can customize the display of your Track 
Editor by toggling different skins. 
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CREATING A SONG - QUICK START GUIDE 


From the Main Menu select Music Creation. This will automatically take 
you to the environment where we can begin making music. Before we 
start there are a few interface functions to go over before we can begin 
creating our first song. 

TRACK EDITOR GRID: This is the screen where the songs are assembled. 
INSTRUMENT EDITOR: Generate the music for your songs. 


VOICE TO MUSIC MODE: Record vocal samples into 
Digital Hitz Factory. 


SAMPLE A RIFF MODE: Record and store samples (drumbeats, 
baselines, etc.) into Digital Hitz Factory. 


BLOCK SIZE MODE: The scale/size of the Blocks on the Track editor grid 
can be modified. 


Specific functions and controls in Track Editor Mode 


PLAY SONG: Move pointer to position in song where you would like to 
begin play and press Start button. 


PREVIEW/DEMO RIFF: Start button 
SELECT AND PLACE RIFF: R3 button 
DELETE RIFF: @ button 


Delete Area: Press the SELECT button and highlight area to be deleted. 
Press the @ button to delete the area. 


CREATING A SONG- QUICK START GUIDE 

Loading songs from the DHF CD: 

1. Move your pointer to the Memory Card Manager icon & at the bottom 
left corner of the screen and press R3 button. 

2. Move your pointer to the Game CD icon && and press R3 button 

3. Scroll through the list for the desired song and move the pointer over it 
and press R3 button. 


4. Move you pointer to the Load icon & and press R3 button to load the song. 
5. Press the ® button to return to the Tack Editor screen. 


Loading songs from Memory Card: 

1. Move your pointer to the Memory Card Manager icon & at the 
bottom left corner of the screen and press R3 button. 

2. Move your pointer to the Memory Card slot] or 2 icon@ and 
press R3 button 

3. Scroll through the list for the desired song and move the pointer over it 
and press R3 button. 

4. Move you pointer to the Load icon & and press R3 button to load the song. 

5. Press the @ button to return to the Track Editor screen. 


Saving songs to your Memory Card: 

1. Move your pointer to the Memory Card Manager icon & at the bottom 
left corner of the screen and press R3 button. 

2. Move your pointer to the Memory Card slot 1 icon @ and press R3 button. 

3. Now save by moving your pointer to the Save to Memory icon & and 
press R3 button. 


Now that we’re familiar with our interface, we’re ready to begin creating 
our Jam. First let’s select a Musical Style (MS). Using the R3 button hit the — 
directional arrows until your preferred style is selected. 
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CREATING A SONG- QUICK START GUIDE 


Once you have a MS, you can now select Riffs from our Music Generator. 


For example: if you select Trance as your MS choose a drum riff by 
hovering over the drum riff icon and pressing the R3 button. This will 
bring up a scrolling list of various drums you can insert into your song. 
Now let’s select a bass riff by hovering over bass riff icon and 
pressing the R3 button. fl new scrolling list of different types of bass riffs 
that you can insert into your song will appear. You can do this with the 
melody and voice riffs as well. Once you have finished placing all of your 
musical elements onto the track editor grid, place your pointer at the start 
of your song and hit the Start button to hear your creation. It’s that easy! 


Now you’ve seen what Digital Hitz Factory is capable of, time for some 
basic lessons in how to operate the controls. Return to the main menu by 
Clicking on the main menu icon. Rotate the main menu until music lesson 
is highlighted, then press €@ button. From here you can learn all you need 
to know, from basic lessons to more advanced topics. If at any time you 
want to exit a lesson, just press start and select button together, then ® 
button to get back to the main menu. If at any stage memory becomes full 
or you need to clear out your work and start afresh, press the R3 button on 
the options icon and use the storage space buttons. 


GLOSSARY OF MUSICAL TERMS** 


Percussion - fA musical element in which sound is produced by two 
objects striking each other. 


Beat - (a) The steady even pulse in music. (b) The action of two sounds 
or audio signals mixing together and causing regular rises & falls in 
volume 


Beats per minute - The number of steady even pulses in music 
occurring in one minute and therefore defining the tempo of the song 


Snare - Short for Snare Drum, the sound a small drum with two heads 
and a snare stretched across the lower head. 


Kick drum - Also referred to as Bass drum is a very large low-pitched drum. 
Loop — fi repeating audio sample or riff with no gap in between. 


Riff - A short melody repeatedly played in a tune (sometimes with 
variation) often between vocal lines 
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GLOSSARY OF MUSICAL TERMS** 

Types of Riffs: 

Melody - Ai succession of notes forming a distinctive sequence 

Vocal - The recording of vocal announcements over a bed of music 

Bass - The lower range of audio frequencies up to approximately 250 Hz 
Drum pattern - fi sequence of drum soundings during a tune played by 
a drummer or sequenced into a drum machine; especially a short pan used 


in part of a song. 


Sample - To record a short segment of audio for the purpose of looping 
for playback. 


Sampler - fi device that records and plays samples, often with features 
to edit and store the samples. 


Metronome - fi clicking pendulum indicates tempo. 
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NOTES 


NnoTes 
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CREDITS 


XS Games 

Project Manager:Trevor Grossman 

Director of QA: Rene A. Zelada 

Lead Tester: Hulls Charles Jr. 

Creative Director and Manual Design: Cindy K. Mui 


Disco Hurts 

performed by NU 

written and composed by 

NU (Lars Iversen, Peter Iversen, 

Stine Jacobsen, Morten K. Helgesen) 
Published by Copyright Control 

Licensed courtesy of fidventures in Music Ltd. 


G-House Project 

Performed by Gerling 

written and composed by 

Darren Cross, Burke Reid and Paul Towner 
Published by Universal Music Publishing Ltd. 
Licensed courtesy of Mushroom Records (UR) Ltd. 


Help Me 

performed by Timo Maas 

written and composed by 
Maas/Buttrich/Rogers/Hermann 

Published by EMI! Music Publishing Ltd. 

and Copyright Control 

Licensed courtesy of Mushroom Records (UK) Ltd. 


In and Out 

performed by 3rd Edge 

written and composed by 
Stock/Grant/Thompson/fdams/Hurrell 
Published by Zomba Music Publishers Ltd. 
Bucks Music Ltd. and Copyright Control 
Licensed courtesy of EM! Records Ltd. 
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CREDITS 


Pounding 

performed by Doves 

written and composed by 

Jimi Goodwin, Jez Williams and Andy Williams 
Published by EMI Music Publishing Ltd. 
Licensed courtesy of EMI Records Ltd. 


Ready Steady Go 

performed by Paul Oakenfold 

written and composed by 

findy Gray and Paul Oakenfold 

Published by Universal Music Publishing Ltd. 

and Mute song Ltd. 

Licensed courtesy of Mushroom Records (UK) Ltd. 


Reload 

performed by PPK 

written, composed and arranged by 

Janis Lusens and Alexander Polyakov 

Published by MicRec Publishing Ltd. and PPK 
Management 

Licensed courtesy of Mushroom Records (UK) Ltd. 


Starry Eyed Surprise 

performed by Paul Oakenfold 

written and composed by Andy Gray, Paul Oakenfold 
Seth Binzer and Fred Neil 

Published by Carlin Music Corp., 

Mute Song Ltd., EM! Music Publishing Ltd. 

and Universal Music Publishing Ltd. 

Licensed courtesy of Mushroom Records (UK) Ltd. 


**Aill definitions taken from the following resources : 
finsme.com ‘Web’s Smartest Portal’. CompuCated Technologies 
09/19/03 http://www .ansme.com/ 


Music Technology Terms. Dretske's Computers in Music 
09/19/03 http://utg.org/cimontine/Glossary.htmlitC 
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IMPORTANT - READ CAREFULLY: THE ACCOMPANYING PROGRAM 
(WHICH INCLUDES COMPUTER SOFTWARE, THE MEDIA AND RELATED 
DOCUMENTATION IN PRINTED OR ELECTRONIC FORM) IS LICENSED 
TO YOU ON THE TERMS SET FORTH BELOW, WHICH CONSTITUTES A 
LEGAL AGREEMENT BETWEEN YOU AND JESTER INTERACTIVE. 

BY OPENING THIS PACKAGE AND/OR INSTALLING OR OTHERWISE 
USING THE PROGRAM, YOU AGREE TO BE LEGALLY BOUND BY THE 
TERMS OF THIS AGREEMENT WITH JESTER INTERACTIVE. IF YOU DO 
NOT AGREE TO THE TERMS OF THIS AGREEMENT, YOU ARE NOT 
AUTHORIZED TO USE THE PROGRAM AND YOU SHOULD RETURN THE 
PROGRAM TO THE VENDOR FROM WHICH YOU OBTAINED IT AND 
REQUEST A REFUND. 

This program is protected by copyright laws and international 
treaties. Unauthorized reproduction of it may result in severe civil 
and criminal penalties, and will be prosecuted to the maximum 
extent possible under law. This game is provided ‘as is’ without 
warranty of any kind, either expressed or implied, including, but 
not limited to, the implied warranties of merchantability and fit- 
ness for a particular purpose. Some countries/states do not allow 
the exclusion of implied warranties so this exclusion may not 
apply to you. Jester Interactive shall not be liable for any inciden- 
tal, indirect, consequential, special or punitive damages of any 
kind or nature, including without limitation lost revenues or prof- 
its, lost data or information, or lost business, whether such liabili- 
ty is asserted on the basis of contract or otherwise, even if the 
other party has been warned of the possibility of any such loss or 
damage in advance. Because some countries/states do not allow 
the exclusion or limitation of liability for consequential or inciden- 
tal damages this limitation may not apply to you. JESTER 
INTERACTIVE's liability in any way connected with the sale or use 
of, or inability to use, this product shall in no event exceed the 
price paid by the purchaser for this product. 

NOTHING IN THIS AGREEMENT SHALL AFFECT THE STATUTORY 
RIGHTS OF ANY PARTY DEALING AS A CONSUMER. 

NOTHING IN THIS AGREEMENT LIMITS JESTER INTERACTIVE'S LIA- 
BILITY TO YOU IN THE EVENT OF DEATH OR PERSONAL 

INJURY CAUSED BY JESTER INTERACTIVE'S NEGLIGENCE. 


Royalty Free License 

Subject to the limitations detailed herein, you are hereby granted 
a worldwide royalty free revocable license to make and create 
musical or video works using Digital Hitz Factory. This includes a 
license to use any of the audio, lyrics, composition, recording, 
musical or video materials or any component parts thereof, which 
have been created by Jester Interactive for use in Digital Hitz 
Factory and all rights therein (including all intellectual property 
rights) are fully owned by Jester Interactive 

(collectively "Jester Materials"). You are also entitled to sell, dis- 
tribute and/or publish any music or video works which include, 
incorporate, or use Jester Materials but which do not under any 
circumstances include, incorporate, or use Third Party Materials (as 
defined below). 


YOU ARE NOT UNDER ANY CIRCUMSTANCES ENTITLED TO SELL, 
DISTRIBUTE, PUBLISH, PERFORM IN PUBLIC AND/OR MAKE AVAIL- 
ABLE TO THE PUBLIC ANY WORKS OF ANY DESCRIPTION IN ANY 
MEDIA, MANNER OR FORMAT WHICH INCLUDE, INCORPORATE, OR 
USE ANY AUDIO, LYRICS, COMPOSITION, RECORDING, MUSICAL OR 
VIDEO MATERIAL OR ANY COMPONENT PARTS THEREOF WHICH ARE 
OWNED BY ANY THIRD PARTY AND HAVE BEEN LICENSED TO JESTER 
INTERACTIVE FOR USE IN DIGITAL HITZ FACTORY, AS DETAILED IN 
THE CREDIT SECTION IN THE MANUAL ACCOMPANYING DIGITAL 
HITZ FACTORY (COLLECTIVELY " THIRD PARTY MATERIALS"). FOR 
THE AVOIDANCE OF DOUBT, THIS INCLUDES A PROHIBITION ON 
SELLING, DISTRIBUTING, PUBLISHING, PERFORMING IN PUBLIC 
AND/OR MAKING AVAILABLE TO THE PUBLIC ANY WORKS OF ANY 
DESCRIPTION IN ANY MEDIA, MANNER OR FORMAT WHICH ARE 
ADAPTATIONS OR VARIATIONS OF OR WHICH IN ANY WAY RELATE 
TO ANY THIRD PARTY MATERIALS. 


If you are in any doubt as to whether any audio, lyrics, composi- 
tion, recording, musical or video materials or any component 
parts thereof are Jester Materials or Third Party Materials, please 
contact Jester Interactive as detailed below. 
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In the event that you intend to sell, distribute, publish, perform in 
public and/or make available to the public any music or 

video works which include, incorporate or use Jester Materials as 
detailed above, you must: - 

Ensure that such works are clearly marked (on the media of the 
work itself and/or on the packaging thereof) as having been cre- 
ated using Digital Hitz Factory and to this end you are entitled to 
and required to (where physically and technically possible) display 
the Digital Hitz Factory logo (in its entirety), a copy of which is 
available upon written request to Jester Interactive; and 

Provide Jester Interactive with prior written notice of your intend- 
ed use. Such prior written notice should contain brief details 
about the works you have created and are proposing to sell, dis- 
tribute, publish, perform in public 

and/or make available to the public and your contact information. 
Please post your written notice to Digital Hitz Factory 
Registration Department, Jester Interactive, Francis Smith House, 
Manor Lane, Hawarden, Flintshire, CH5 3PP. 

You are not entitled to in any way include, incorporate or use any 
audio, lyric, composition, recording, musical or video materials or 
any component parts thereof contained in Digital Hitz Factory 
(including both Jester Materials and Third Party Materials) in any 
music or video creation product or in any sample CD (e.g. a CD 
which contains samples of audio, lyric, composition, recording, 
musical or video materials or any component parts thereof). 

FOR THE AVOIDANCE OF DOUBT, YOU MAY ONLY USE THIRD PARTY 
MATERIALS FOR PRIVATE, NON-COMMERCIAL PURPOSES. ANY 
OTHER USE OF THIRD PARTY MATERIALS IS EXPRESSLY PROHIBITED 
This Agreement shall be governed and construed in accordance 
with the laws of England and Wales and each party agrees to sub- 
mit to the non-exclusive jurisdiction of the courts of England and 
Wales. 
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WARRANTY 


LIMITED WARRANTY - XS Games warrants to the original purchaser of this software product, 
for period of ninety (90) days from the date of original purchase (the "Warranty period"), that 
under normal use, this medium on which this computer program is recorded is free from defects in 
materials and workmanship. This software program is sold “as is" without express or implied 
warranty of any kind and XS Games is not liable for any losses or damages of any kind resulting 
from use of this program. This warranty is not applicable to normal wear and tear. This warranty 
shall not be applicable and shall be void if the defect in this software product has arisen through 
abuse, unreasonable use, mistreatment or neglect. 


WARRANTY CLAIMS - To make a warranty claim under this limited warranty, please return the 
product to the point of purchase accompanied by proof of purchase, your name, your return 
address, and a statement of the defect, or send the disk(s) within 90 days of purchase to: 

XS Games, 8800 Global Way, West Chester, OH 45069. Include a copy of the dated purchase 
receipt, your name, your return address, and a statement of the defect. XS GAMES or its 
authorized dealer will, at our option, repair or replace the product and return it to you (postage 
prepaid) or issue to you a credit equal to the purchase price. 


To replace defective media after the 90-day warranty period has expired, send the original disk(s) 
to XS Games at the above address with a check or money order for $15.00. 


The foregoing states the purchaser's sole and exclusive remedy for any breach of warranty with 
respect to the software product. 


LIMITATIONS - This warranty is in lieu of all other warranties and no other representations or 
claims of any nature shall be binding on or obligate XS Games. Any implied warranties applicable 
to this software product, including warranties of merchantability and fitness for a particular 
purpose, are limited to the ninety (90) day period described above. In no event will XS Games be 
liable for any special, incidental, or consequential damages resulting from possession, use, or 
malfunction of this XS Games software product. 


Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions 
or limitations of incidental or consequential damages so the above limitations and/or exclusions 
may not apply to you. This warranty gives you specific rights, and you may also have other rights 
which vary from state to state. 


NOTICE - XS Games reserves the right to make improvements in the product described in this 
manual at any time and without notice. This manual and the software described in this manual 
are copyrighted. All rights are reserved. No part of this manual or the described software may be 
copied, reproduced, translated, or reduced to any electronic medium or machine-readable form 
without the prior written consent of XS Games, 8800 Global Way, West Chester, OH 45069, 

ATT: GAME MANAGEMENT. 
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XS Games LLC, 8800 Global Way, West Chester, OH 45069. 


Digital Hitz Factory is a registered trademark of Jester Interactive and XS Games LLC. 


j } 


